Netailen 
Walkthroughs 
of ALL Levels! > 


ODDWORLD 
INHABITANTS 


GT Interactive - mz ate % =| is 
Software . ( @®) : : . { 
{} ce aes 3 ye - Rusel DeMaria 
2 e o 4 


/ 


www.primagames.com 


v G . is a registered trademark of Prima Publishing, a division of Prima 
CEMES Communications, Inc. 


| ® and Prima Publishing® are registered trademarks of Prima Communications, Inc. 


Project Editor: Brooke N. Raymond 

© 1997 GT Interactive Software Corp. All Rights Reserved. Oddworld: Abe’s 
Oddysee™ © 1997 Oddworld Inhabitants, Inc.All Rights Reserved. All trademarks 
are the property of their respective companies. 


No part of this book may be reproduced or transmitted in any form or by any 
means, electronic or mechanical, including photocopying, recording, or by any 
information storage or retrieval system without written permission from Prima 
Publishing, except for the inclusion of quotations in a review. 


All products and characters mentioned in this book are trademarks of their 
respective companies. 


Important: 

Prima Publishing has made every effort to determine that the information con- 
tained in this book is accurate. However, the publisher makes no warranty, either 
expressed or implied, as to the accuracy, effectiveness, or completeness of the 
material in this book; nor does the publisher assume liability for damages, either 
incidental or consequential, that may result from using the information in this 
book. The publisher cannot provide information regarding game play, hints and 
strategies, or problems with hardware or software. Questions should be directed 
to the support numbers provided by the game and device manufacturers in their 
documentation. Some game tricks require precise timing and may require 
repeated attempts before the desired result is achieved. 


ISBN: 7615-1086-9 
Library of Congress Catalog Card Number: 97-069033 
Printed in the United States of America 


97 98 9900 GG 10987654321 


A very big thanks to everyone at Oddworld—particularly to 
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Ti help you. You're not xA 


Before you start, Abe, | want to offer you some advice: 


_ Master the art of the run/jump. 

_Master the art of the run/roll. 

__Be careful. You can sneak past sleeping Sligs and Slogs. Don’t. Ae run everywhere. 

_.Bombs and mines can hurt. Don’t step on them. 

On the other hand, bombs and mines can hurt your enemies, iol 

You can hide in shadows. Your enemies won’t see you! 

_ You can’t use any weapons but your mind. If you chant when there’s no Security Orbi in the 
area, you can take over Sligs. And Sligs can shoot other Sligs. 

_.When you've possessed a Slig, walk it around and look for enemies to destroy Use to 
pull levers or do other menial work for you. a3 

_Don’t hold grenades if you’re going to chant near a Security Orb. You'll have an explo ive sur- 
prise. Also, you'll lose any rocks you're carrying if you get zapped by a Security Orb. 

_Learn the “Five-Count Trick” for throwing. grenades. Here’s how—start to th w the 
grenade, but hold it in your hand while you count to five (just.a little more than 2 seconds). _ 
Then throw it and it will explode in mid-air. This is a great way to take out floating | mines 
or Security Orbs that are giving you trouble. Just remember not to hold the grenade too 
long, or you’ll be Abe-chunks in no time at all! 

_Listen carefully to what’s going on. The sounds you hear may give you very useful clues. 


In tight spots, you may want to fire short bursts, or even one shot at a time to avoid 
being pushed backward. 

If you make the Slig yell, “Look out!” the Mudokons in the area will duck. Use this 
trick to line up a clear shot without endangering any of your fellow Mudokons. 

If you’re hanging around, Sligs below will see you, but Slogs will not. 

If you’re really mean spirited, you can beat a Mudokon with a possessed Slig by standing | 
next to the Mudokon and pressing X. But why would you want to? 


__ High Throw 
‘le+Down —s“ Throw Down 
Circle + Forward* — Long Throw 
Circle + Backward* Straight Up 


Hello’ === LI + triangle 
FollowMe = Here Boy Li + square 
Watt. = 2. “Get’Em AX 
Angry Sound Wait LI + circle 
_ Giggle Laugh - -L2 + square 
Low Whistle: (wa) ~Mechano Sound L2 +X : 
_ Look Out! L2 + circle 
High Whistle (WI) Squawk L2 + triangle 
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Abe, you can escape—save your own life—=but don’t forget the 
other Mudokons (say, “Hello” then “Follow me” to them, and 
they’ll come with you). Find them and send them through the 
bird ring gates (chant to make them jump through the gates). If 
you are selfish, you will be alone in the end: 


You can start right now. Be brave and 
crouch down behind that barrel. Drop to 
the secret place beneath it by pushing the 
down arrow. 


Ri &c li & 
Walk to edge and jump. Now climb down to the next screen, 
Abe. 


RIF \ Sc \ & 

Sneak to one step from the edge, jump to opposite ledge, 
and remain hanging. When the Slig walks off his platform, 
pull yourself up and then pull the lever after the Slig falls 
through the trap door. Jump back to the upper room. 


RIV i oS l\& 

Walk under the left saw and pull the lever. Carefully walk or roll back under the saw. Now have 
the first Mudokon follow you to the next screen. Use the lever to change the cycle of the saws 
and take the second Mudokon below. 


RIF \ &Sc\ & 
Finally, chant to free all three 
Mudokons, then return to 
the upper path where you 
started. 
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Those glowing objects below are mines. Don’t step 3 
one. Jump the gaps and keep going. But bee. n 


RF | oO 
Possess the Slig and use it to , pull the lever to 
turn off an electrical barrier to the right. (You 
could follow instructions and sneak past the 
sleeping Slig, but this is easier, Abe.) Now guide 
_ the Slig three rooms to the right and shoot the 
nasty Slig sleeping next to the lift. Keep chanting 
until the creature explodes, and you’ll return to 

your own body. Continue to the right. 


Move to C05 and backtrack on the lower path. 
There are more Mudokons to rescue here. Take 
all the Mudokons you can find to the lift in C07, 
then release 
them in C08 
by chanting to 
open the gate. Or, if you prefer, first look for 
a secret areain C04. _ 


RIF \ SCOozA 
Climb down behind the barrel on the 
lower path. 


| Sx Peceeien e! 
Run/jump across the gap and go get a [i 2 agen sian 
grenade from the Boom Machine. Walk 

almost to the edge, crouch, and throw 

the grenade across the gap toward the 

Security Orb to blow it up. Now you can 

chant. Take over each Slig until only one 

is left. Take that Slig to the lower level. 


RIF \ &cl @ 
Shoot a Slig, then release the 
you’ve possessed. 
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Drop to the next level cautiously with 
another grenade in hand. 


RIP\ Sc 1 @ 
Crouch where you drop, and toss a [aa Wit: Mas as Mas Ta) 
grenade at the Security Orb. Then Ff bes aya a es 
roll back to make sure you aren't & : cy es 

caught in the blast. Jump out of the 

room and back to reset the gate. Chant to release the two Mudokons. Go 


back to COI, get another grenade, and return to the main path. 
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Abe, if you really want to save all the 
Mudokons, go find Secret Area 3 before you 
continue your escape. Then tell the Mudokon 
in this room to follow you and take him down 
the lift. Leave him there and return for other 
Mudokon in C05. Chant to send both 
through the gate. Now you can go through 
theidoor in Cl 2, or look for other Mudokons 
in Secret areas. 


Time to take the grenade you got in Secret Area 2 and 
backtrack to the previous area with the two pits. 


RF \ SCO 

Stand on the right platform and toss a grenade down into 
the second pit (controller down). Once the mines are 
smithereens, Abe, drop into the pit. Stand behind the bar- 
rel and climb down. 


RIF \ &Sc\ 1 
Walk off the edge and you’ll fall safely to the screen below. 


RIF i Scl\ 2 
Walk under the saw 
and pull the switch. 


Quickly roll under the 
saw before it starts 
moving fast. Climb 
back up. 


RIF \ Sc 1 


Walk under the saw and have the first Mudokon follow you. Take him to the lower area and 
tell him to wait. Go back and get the second one. 


BA) Bax 2: 

Take each Mudokon through the saw and leave them on the other side. If necessary, leave the 
screen and return, then chant. Return to Cll, run/jump to the upper path, and back to the 
main path. 


RP \ SCO 
Run/jump out of the pit and move on to C06 if you want to find more secrets. 


Soe APES. FROM BRET es Re. FARM 


Ste c RATT ARZWA +L 


RIF \ Sc Oe 
There’s a trap door and a ring to pull. Pull the ring and 
run into the trap door. You’ll find Secret Area 4. 


MI | Ea. D 

Jump across and get a grenade. Crouch right there and 
toss it toward the gap. It will fall and blow up the Slig. Get 
another grenade and drop down to the next screen. 


RIF \ Sci +4 
Walk off edge and walk 
to the right corner. 
Crouch and toss a 
grenade to blow up the 
mine. Return to C13, 
then back and chant to 
release the Mudokon. 


eke) ec | 2 

Chant to open the gate back to the main path. The 

Security Orb will zap you, but the gate will open anyway. Continue to the lift in C08 and ride 
down. Go through door. 


if you are holding any grenades when the Security Orb zaps you, they will drop and 
detonate in a few moments. Be careful. If you want to carry a grenade out with you, chant 
first, then collect the grenade after the gate is opened. Or, find a place to stand where you 
can throw a grenade and blow up the Security Orb. (If you throw a grenade on the fifth 
tick, it will blow up objects in the air.) 


After you’ve saved all Mudokons, enter the door to the next section. 


RIF 1 &c_o 1 
Have the Mudokon follow you to the right two rooms. 


RIF &OoO2 a 
Chant and release one Mudokon. Then return to the previous room an 
other. Release him and move on to the next screen. 


RIP) 4AM 
Pulling the lever drops the Slig down the trap 
door. For best results, try to drop the Slig when 
it’s facing to the left. But wait! Before you leave, 
look for Secret Area 5. 
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RIF! &OOs 4 
Pull the lever and run forward, dropping into 7 = yg 3 
the open trapdoor. ” ¢ gee & 


RIP) &OOoa 

Sneak one step forward and jump when 
the lower Slig’s back is turned. You'll land in 
the shadow of the lower path. Wait until 
the Slig is going away again, and then sneak 
to the edge and walk over it. You’ll land 
below, next to a Boom Machine. 


Get a grenade if you need one. Run/jump from the right side of the saw to the 
other platform. You need to make the jump across without hanging, or the Slig 
might see you and start shooting. Walk to the left side of the screen and throw 
the grenade to the right, blowing up the Security Orb. Now chant and take over 
the Slig. Use the Slig to pull the lever, stopping the saw, then walk the Slig into the 
mine to the right. 


If you want, you can jump out of the screen, 
and then back in. Then chant to release the 
two Mudokons. 


Go get another grenade, then climb back up. 


RIP) &OOa 

Sneak to the shadow when the Slig’s back is 
turned. Crouch and toss the grenade when 
he’s to the left. 


Then take the remaining Mudokon to safety. 
Return to C09 and chant, then go through 
the gate. 


RIF \ &O_Om 
Jump two gaps while avoiding the falling meat. 


RIP \ &a_Oe& : 
To deactivate the bomb, crouch, and tap it when «“ 
it is green. Then climb and move to the next screen, 


RIP I &oOot 
There are two sleeping Sligs here. 
You must be careful, Abe, not to start 
them shooting, or they’ll kill inno- 
cent Mudokons. But you can trick 
them ... 


Get both moving by making some noise. Say anything except 
“Hello,” which will make the Mudokon stand up. Then ~~ the. 
right-hand Slig by using the lever to open the pe========= 
chute. Possess and kill the second. Pull the lever 
on the right | to turn off the electrical bar- 
ier i ‘oom. Free the Mudokon, 


Tip If you take over the second Slig and run him to 
the left, you can make him detonate the bomb even 
after being electrocuted. This saves you the trouble 
of disarming the bomb in the previous screen. 


CHAPTER “WMO 


1ead. You could pull the lever and grind up that Slig. But if you’re 
possess the Slig, run right two screens, and shoot the Slig you find 


EMDLOYEES~ 96 
CASUALBES= 0 


You can actually take this Slig all the way to 016 and 
destroy another Slig before releasing it. Just take it 
to the right as far as it can go. Tell the Mudokons to 
“Look out!’ and shoot the Slig. 


RIV \ oc-\ 
Crouch in the entry and call the Mudokon. Have 
him follow and return to COl. Free him. 


RIF \ Sci 1 
Find the Mudokon hidden in the shadow and lead bin back to the gate. 


ue to the next screen. 


Tip To get a better reset point in RIP18C04—just in case—go through this door, then | 
return here. If you die in the next section, you’ll restart from the bottom door instead 
of way back in C10. 


RIF \ Sc Om 


Roll under the fast saw and continue to the next screen, ‘Passing unde 
slow saw to the right. 


Pull the lever again and then roll to C06. 


RIF \ SC Ok 

There are two Mudokons here. One is in the shadows. Head to the next screen. 
Be ready to run back to lure the Slig if you didn’t take him out — Hide i in 
the shadows and pull the lever to drop meat on the Slig. 


RIF \ Scot 
You’ll find two more Mudokons here and a bird cage. 


By the way, Abe, you could have used the possessed Slig from C02 to go all 
the way here and shoot this Slig if you had wanted to “ig s so. 


You’ll be back here later and handle Zulag 2 then. There. — still a | lot 
Mudokons to save when Mew return. You will return, won’t you,A 


e Sto x go get all the Mudokons you just pas 
pox Mudokons ee ae cee: t to rele; 


ve been rescued, 
run to the left. 


e Slig can react. 


CHAPTER, “Moro 


m ah a, : > ~ ak re : - ( as 
\ ii BG anscioucn HERE a. 


, you can kill the Slig with a grenade. This is useful if you are 

0 free the three secret Mudokons later. There are several ways 
to do this. Try listening from C02 and rolling 
a grenade when the Slig gets close. Or 
climb on its platform and toss a grenade 
straight up to destroy the Security Orb. 
Then possess him. There are several ways 
to take out this Slig. 


With another grenade, go up the lift. 


RIF 20OCOD 
Pass the sleeping Slig on the ledge. 


RIF 2OCMm+4 

Walk on the top platform a few steps, 
crouch, and toss a grenade so that it falls and 
blows up the bombs below. 


Il the way down to C03 
the left to escape 


But before you go ... you might want to look for Secret Area 6. 
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RIF 2OCO+4 

_ If you want to rescue all the Mudokons in Zulag I, go 

| get another grenade, find the right position at the edge 
of the lift and toss one (with the controller back to the 
left) to blow up the Slig on the ledge below. Now you 
can walk off the edge of the lift and land on the Slig’s 
platform in the room below. 


From the Slig’s platform in C05, roll through ie Pipe 
to the ps Careful not to go too a 


RIFZOCOhH — - 
Once you are through the pipe, s stand up and j jump 
under ave fi be saw. Now you must time if us 


twice, and then contin ue through the pipe to the next room. 


(Or, you could jump through the first saw and roll under the other two when the ‘rap. doors 


are in the up position—your choice, Abe.) 


RIF 2CcC Ce 
Chant to free three 
Mudokons. Return through 
the pipe to C05. 


RIF 2OCl Ot ee 
If you killed the Slig in COI, you can roll to the edge and drop down without going back 
through the saws. If not, you’ll need to make it through the saws again and go out in C03, 


dropping to C02. Either way, you can continue through the level now. Just pull the lever in 
C02 to call the lift back down. 


But you’re not into the 
{Watch out for slimy 
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Niwe, you made it out of RuptureFar Y 


there’s still plenty of danger ahead. Be carefu 
cross the Stockyards. There are plenty of Sligs 
other dangers. Watch out for Slogs! And Scrat 
for hidden places where your fellow slaves 
Free them, Abe, and earn good Quarma. 


ENC eKOk& 
Go just ahead to the left, Abe, and jump over the gap 


LNPOLLO | 
Watch the motion se 
when the red bars are 


i EMPLOYEES- > 
i} CASUALTIES If you want to save the Mudokon down below, 
ESCAPEES chant immediately upon entering this area. 


= IPC aaa 
Jump across the two gaps. Don’t fall 
the Scrab will eat you. 


But wait! If you want, you can find a secret 
area here. 
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SNC Kh 2 
Drop into the right-hand pit and go in the door. This 
takes you to the background of C03. Run to the left. 


SNC Khost 
Chant and jump in the gate. 


SNF OKO 1 

Chant to open the exit gate. You’ll want it later. Then 
talk to one of the Mudokons and tell him to follow. 
Now walk to the next room and immediately run 
back and jump on the upper shelf, with the Scrab in 
hot pursuit. As soon as the Scrab has gone under the 
platform, take off running. 


SNC KhOS 


Run across this screen. 


SNP CLO 
Run and jump over the 
gap in the middle. 


OAR A111. See RET 


SNC &c_ | 


Run and jump two gaps in quick succession. 


SNF ke 1 1 

Run and jump to climb onto the high platform. Chant 
to release the Mudokon. Try to get the Scrab under the 
platform while you chant, and get ready to take off run- 
ning again. 


Return to C07, jump on the high platform again, 
get the Mudokon to follow, and repeat. When 
you're done, jump through the final gate to 
return to the main path. 


— SalPreoecom.e 

| When the Scrab is to the 
_ right, run and jump out of 
_ the pit before it catches 
up. 
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ZIPOuco4 
Avoid the motion sensor 
and run/jump the gaps. 


SNPOCe_Ob 
Chant to read the light 
clue. 


SIPC ic O 1 
Check the light clue and 
jump the gap. Sneak to the next screen. 


EIWO ic Oz 

Sneak, then jump over the mine. The Slig will wake up 
and walk away. (It is safest to hang in the narrow gap 
and be sure the Slig does not see you, Abe.) Wait until 
= he’s off-screen, then jump and sneak to the shadows. If 
ing is perfect, you can sneak all the way to the next screen and stop in the 
there. Otherwise, you may want to hide in the shadows on this screen and 
il the Slig has passed, then sneak to the next screen. 


C ico 

ait in the shadows until both Sligs are offscreen, then run and crouch in the small 
adow to the left of the screen. When the bottom Slig has passed you, roll quickly 
offscreen, but not too far. 


SNPO \cOor4 
Jump over the mine, then climb down the cliff. 


SIPC ic Od 

Crouch and set the bomb, then head to the right to lure 
a Slig back here and blow it up. Or, enter the secret 
area. To do so, chant to activate the gate. You'll get 
zapped, but the gate will still appear. Jump in to find 
Secret Area 8. 


| We Sor KAR DO 
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SNF ic Ose 
This secret area requires a great deal of patience. There is no way to do it 
quickly. 


As soon as you appear, jump and hang on 
the ledge ahead. Wait until the Sligs have left 
the screen, particularly the one on the bot- 
tom. Follow the Slig, sneaking to the next 
screen. 


EIWPO icon 

Run/jump at just the right moment to cross 
the gap and catch the opposite ledge. Hang 
there until the Sligs get bored. When both 
Sligs are gone, climb up onto the high plat- 
form and sneak to the left. 


There’s a narrow shadow spot on the first 
screen that you can hide in. If your timing 
is good, you will also have time to say hello 
to one of the Mudokons and tell him to fol- 
low you as you head to the left. 


SIPC ic Os 

Hide in the shadow and wait until the upper Slig moves back to the right. 
Then tell the Mudokon who followed you to wait. When the Slig returns and 
walks past you, sneak to the right again. 


{ 
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SIC ko 
Tell the second Mudokon to follow you, and sneak back to the shadow spot. 


= NIFC ic Ose 
When the Slig has left the screen, tell the Mudokon to wait. When the Slig 
Passes you again, going left, sneak back to C09. 


ENP iC Oo 

Quickly sneak to the bomb and set it. Sneak 
back to the shadow spot. You should just have 
time to do this, Abe, but there’s very little to 
spare. 


SNC 1c Os 

When the upper Slig has blown up, wait 
until the lower Slig is off the screen. This is 
important. Then chant. The two gates will 
open, and the two Mudokons will run to 
safety. Now all that’s left is to get to safety 
yourself. Walk back to C09. 


EWP 1c On 

When it is safe, climb down to the lower path and jump the gap to the left, 
hanging on the edge. Wait for the Slig to appear. When the Slig turns around 
and starts to the left, sneak behind him. 


SIPC ic Os 

Sneak all the way to the edge of the gap and 

jump immediately. (Or sneak almost to the 
_ edge and run/jump at the last moment to cross 

the gap and hang.) The Slig will eventually 

leave, and you can then hoist yourself up and 

jump through the gate to safety. Whew! That 
was a tough one. 
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Sarre ich 
Go just a little way into the scr 
notice you and give chase, tui 


the bomb. Return in a dead ru 
ledge before the remaining 
sneak into C06 and then fe 
to right, sneaking all the 


ENP O2cC 4 1 
Jump across the gap. You can keep going left, or go” 
down to C05 and another secret area (but beware 
of the bats). 


=NPO 2c OD 
You drop to a small m 
wake up and head away fron 
enters the next screen, jump 
Walk right by it - 
(you may not see 
it because it’s in 
the shadow area), and get to the raised platform in 
C06. Jump up on it and chant immediately. Then, 
when it’s safe, jump into the gate to Secret Area 9. 
(If the Slig scares away the birds, run to the previous 
screen and then back to reset the portal.) 


ot 


If you enter Secret Area 9 from E1P02C02, see the section “Entering Secret 
Area 9 from C02.” If you come from EIP02C06, you’ll start on the middle 
shelf with the two Mudokons. 


If you enter Secret Area 9 from C06, possess 
the Slig in Cl0, bring it down to C08, and 
shoot the Sligs there. Tell the Mudokons 
“Look out!” to make your job easier. 
Release the Slig. Now climb down to C08 
and release the two Mudokons there. Walk 
back to C07, chant to open the exit gate, 
and leave. 


SNC 2c OD 
You'll see a patrolling Slig on the lower path. 
Continue to the next screen. 


NFO 20 +4 


When the Slig is offscreen, drop down and set 
the bomb. Then climb back up and wait for 
_ the Slig to blow itself up. You can go on to the 
next screen, or go back on the lower path to 
get three rocks from the hanging sack. This is 
also the easier way to get to Secret Area 9. 


co 2 2 
To find Secret Area 9, jump down to C02. 


BI 2c 2. 
Chant to open the gate and jump through it zB 
to Secret Area 9. 


§ qj ea3aolSS BIOs mM It oto De ACO 


SaNIPO2c O71 
Chant to open the exit gate, and climb to C09. 


SNP CO 22 OO 
You’ll find a Mudokon and a Slig. Wait for the Slig to walk off the screen, then ~ 
immediately follow him. 


ENP O 2-1 
Run before the Slig can turn, and go over the edge. You’ll land on a small platform 
below the one the Slig is on. Now chant and take over the Slig. 


Control the Slig and take it to the area below you. 


SNF O20 Os 

Now, carefully, shoot each of the Sligs on the screen below. Wait until they are clear of the 
Mudokons and shoot each one when it won’t endanger the Mudokons. This is easier if you 
tell the Mudokons to duck before you open fire. Then destroy the controlled Slig, climb 
down, and open the gate for the two Mudokons. 


Now you have another problem. There are two more Mudokons, but there are mines 
below them. You must find a way to get them safely down from the platform they’re on 
without landing on the mines. 


Use a rock or grenade. Move to the left of the screen and crouch. Then throw it for- 
ward to blow up mine. 


gm 


Nic T=: If, for any reason, you find yourself stuck on the bottom path, you can still save 
the Mudokons. Stand under the mine on the bottom path, about one step to either side 
of it. Get ready to throw, and then press the controller pad in the direction opposite the 
way you’re facing. The rock will fly almost straight up and destroy the mine. Now you can 
rescue the Mudokons above. 


Drop a rock to blow up the mine on the right side, and then 
lead the Mudokons down to the bottom and send them 
through the gate. (One way to 
destroy the mines from the 
bottom path is to stand about 
one step past the mine, face it, 
and then throw with the pad in 
the opposite direction. This is 
the most extreme upward 
throw.) 


ENO 2c Ot 


When you are finished, enter the gate that you created at the beginning of the secret 
level. You’ll be back at COI. This time, continue to the left until you reach EIP03COI. 


SNPO 2 \ 
Climb carefully down the two cliff faces. 


=i C> 2c CS 
Get a rock if you need one. If you head to the right from here on the top path, you'll 
find the entrance to a secret area. 


SDE REZT A eee 


SNC 2O 2 

Chant first, then stand at the left edge of the area 
and throw a rock with the controller down to blow 
up the mines. Then enter the gate. 


ENP OC S_O 71 

When you hit this screen, be ready to run and roll. 
Three Sligs will be after you, but if you hit the X but- 
ton on the run, you can escape through a tunnel to the right. Stop as soon as you 
leave the screen, though. There’s danger ahead. 


= NFO 4 OS 
You’ll find a row of mines, one Slig ahead, and one 
above. You’re in the shadows, though, so creep up to 
the first set of two mines and jump when the Slig isn’t 
looking. Wait and jump again. Now wait until both 
Sligs have their backs turned, climb up, jump across, 
and walk forward (don’t run). (You can hide in the 
shadows if you need to.) You’ll automatically roll 
through the narrow tunnel, and once on the other 
side, you’ll be protected from the Slig’s bullets. Now chant. The first Slig will run 
around and blow himself up. Chant again. Possess the upper Slig and take it to the left 
to shoot the remaining three Sligs. Now return to C07 on the upper path. 


SNC AZCO 1 
Chant to release the Mudokon. Return to C08. 


ENP O2 OS 
Chant to open the gate, and then jump the gap to the right and lower carefully. Jump 
through the gate, and you'll be done. 


bottom path and toss a rock to blow 


THe, Soo KYA YD 


SNP OZ OF 

Stay in the shadows. When the Slig comes toward 
you and turns around again, sneak to the next shadow. 
Run and roll (X button) when it passes you again. Be 
ready to jump on the next screen. ee 


SNP CBO kb 
Jump onto the platform and check the clue. 
Continue. 


SIPCASO 1 
There’s a rock dispenser. Also a mine ... and a secret nearby. 


Doe RETT AREA 


Sa IPOAco 1 
To find Secret Area | I, first make sure you have three rocks. The sack will give you three. 
Then walk or roll to the left, past the clue lights. You'll fall to a lower level. 


= NPA | 2 

A Slog is asleep here. Chant first to open the gate, then 
stand where you landed and toss a rock with the con- 
troller down. You should hit both mines. Now run/roll 
through the narrow opening. The Slog will follow. 


=a jIPOoAc i + 

Jump on the ledge at the 

opposite side of this room. Now run/roll to back C1l3 and 
jump through the gate. 


= \FPOoAzce 3 
This one’s easy. First, sneak 
into the next room. 


Sa \NPOoAzAe1\ 2 
Sneak to the ledge and jump up. Chant to release the 
Mudokon. Now the Slog’s awake and after you. 


S\NrOoAc 3 
Chant to open the gate. (You could have done 
this before awakening the Slog.) 


= lIFOoAe) 2 
Run and jump to the ledge to the right. Then 
return to Cll with the Slog on your heels. 


Sa jIProAc i i 
Jump through the gate to finish the secret 
area. 


CHUHARPIER “THRE. 


SNPCACOS 

Make the Slog chase you by tossing a rock at 
his nose and running. Then jump over the 
bomb when you get back to C0!. Boom! 


Sav 
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ing left or backtrack to find 


SNPCOAL © 2 
If you drop off the 
edge in C03, you'll land 
here. Chant to make 
the gate appear. Enter 
the secret area. 


SNPOo4Acea 
As soon as you materialize, run full speed to the right. 


=NPOoAc\ © 
The Slog is chasing you, so don’t stop here. 


Sa j\roAc\ 1 
Jump onto the platform before the Slog gets you. 
Then go in the door to the distant path. Backtrack. 


= NrOoAcs\1 © 

Chant to open the gate to free the Mudokon. Then 
run left to C09 and chant again to open the exit gate. 
Now return to CII, jump down, and run like hell. 
Jump into the exit gate to return to the main path in 
screen COI. 
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There’s a Slog ahead, and a bomb just 
behind him. Lure the Slog back to C04, and 
jump onto the platform. Run back to C05 
and jump over the bomb. Let the Slog have 
the pleasure of explosion. (Or, just sneak 
into C05 and throw a rock to blow up the 
mine and the Slog together.) 


Sa NFPOAL Oe 

There’s a Slog on the upper platform and four 
mines in a row. Climb to the ledge, and throw 
a rock to detonate the mines and blow up 
the Slog. Don’t forget to replace any rocks 
you use. 


(You should be able to jump over two bombs easily.A running jump can clear 
three bombs, but why take chances?) 


Before you leave, if you jump or walk off the lower path (below the four 
mines), you'll find another secret area. 


EIPOoOAc ot 
Another gate. Only this one takes you to 
the rock dispenser in COI. 


cape 7 
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= VFCATOS 
Time to head down the cliff. At the bottom, 
witness Abe’s vision and near-fatal accident. 


rang en Dae 3 


si Soe TROY 


More mysteries, eh Abe? Do you know what is 
happening to you? It’s your destiny, Abe. You 
have been spared for a purpose. Go forward, 
and realize your future. Save the Mudokons! 
Down with RuptureFarms! 


AY 


| 


\U 


LAC ici 4 
You made it, Abe! You’re out of 


RuptureFarms. So now what? Now, you 
become a hero. 


Walk to the left. You’re at the start of 
the land. 


LIPO ic Oi 


Time your jumps over the gaps so you don’t 
get hit by the boulders. 


The stone shows a scroll of the Monsaic 


lines. 


Password Key 
WI =High Whistle 
W2 =Low Whistle 

F =Fart 


LIPO icOmZ 
The Mudokon guard whistles (WI WI F). 
Answer him, and he’ll let you pass. 


* : x 
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Climb down. 


LIPS Ic Oe 
As you enter the are be 
ence ofa Slig below. Possess 


th 
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Lie 1 & 


Experiment with wells and then go in 
the cave entrance, which will return 
you to C04. Walk down and head to 
the left. Keep going to C07. 


J apes ODDY See. 


LIPO ic_l 
Follow the "sig 


the password } 


1wIW2 W2 F). 


f 


LIPO 2c-\1 © 

ump in the well and head to the left 
sere C09. Check the map before 
» you leave. 


EIR 2c OA 2 
Head to the | ft and pass the chanting 
monk on CO5./ 


VS TAWiott to Vere ACMO SSO 


LIPO 2271 
While the bees attack the me 
monk, run/jump across t 


x the 
onk, 


oe 
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LIPO) 
Chant to possess the bells. They will 
ring in the correct sequence if you’ve — 
gotten the clue from the rock in C07. 
When. fhe door opens, enter it. 


j aper> ODDY SEH 
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Lire D> 1 : . 
From the cave entrance; walk to the right. 


bir oO 2c O72 yy ; 
Whistle the password (WI WhW2W2 WI W2 
W1W72 F). Get the clue about t 
pull the switch to light the flintlo 
head. 
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ghIPS va toe 2 j « 
~ Run to the right in the background. 


arcu? | Nae 
_ Read the clue if you. want, i thedrkeey 


IPO LTO 

vil come to a pair ofwells labeled 
ranonia and Scrabania. They aren’t 

, however. Run to the right. 


a a Rea * 
@ about the Shrykull and then 
activate the wells. Don’t 


LIPS &e_On 
Pick one of the wells and jump in. 

you’re listening, jump in the I 
leads to Scrabania first. 
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This is the nesting ground of the Scrabs, Abe. Be careful. 
They are vicious. There is not much you can do but run. They 
will chase you everywhere you go. However, if you’re clever, 
you'll use their natural territoriality against them. Get two 
Scrabs near each other, and they will fight to the death. 
Remember that, Abe. It is your best hope of survival! 


Dire 1c O2 
Sneak in and jump over the mine. Jump to 
the Slig’s platform and hang until the Slig 
faces away/Immediately hoist up and sneak 
to the bomb. Set the bomb and roll off the 
edge. Stay away from the mine while the 
Slig explodes. Sneak on to the left. 


DIFC io O+4 : 
When the Slig walks away, jump to the 
upper platform and wait for the Slig to 
return. Pull the lever to drop a boulder on 
the Slig. Move on to the left. 


DIP kl Onm 

Stand on the left side of the lever and pull.A 
boulder will drop on the right side—good 
thing you weren’t standing there! The 
important thing is that the well in COI is 
activated. 


DIFC icO© 1 


Jump in the well to move to the background. Pull the lever there to change 
the activation of the well in C02. 


ump in the well. You’ll be sent to the back- 
ground in C03. 


DIFC icOr 


petted 


a : hot watk off or 
p.D P Shai off the ape: 


DIvre© kc_oe 


Chant and possess the Slig. Walk him over 
_ the cliff to die and explode the mine below 
_ in C02. Jump back in the well, and et be 


DIPS 1c.O2 : 
When the Elum arrives, mount him and run 
to the left, through two screens. 


DIPC 2 1 


Exit the cave, jump another gap, and contin- 
ue to the right. 


DIeC 22a 2 
Dismount and go down the lift. 


w mount the Elum, 
p across the gap. 


_ Look for the wider gap between the moving mines. 
Start running into the gap and keep running 
through the next screen. 


“Exit the cave and walk to the right, 
through C10. 


DIPOALO 2 
Dismount and go up the lift. 


lve. 


sr eating honey. 
pad  . But how & 


DIPS a \ eo 
Hide behind the rock if necessary, 
pull the ala and return to 6C09. 


0 


ell, and you'll 
he rock sack, col- 
3 and keep 


The Mudokon here will “give you a spirit ring if you whistle WI W2 W2WIfF. 
Go back to C03, and this time head to the right. Use the spirit rings to blow 
up all the mines in CI 1, and then climb up. 
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DIrOoAcH 1 2 

Pull the lever to attract the bees. They’ll come after you now, Abe. Run quickly 
back to C03, and the bees will attack the Elum. Don’t worry about him. He’s 
tough. But it will get him off the honey so you can ride him again. With the 
Elum in tow, make your way back to C09. 


Tacs 
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DIPOLLOS oe a 
Walk to the left edge of the screen and wait for the Slig to Fetiitn, Then run 


; ~ forward (on the Elum). 


DIPS be. ‘co 
Use the Elum to jump the gap before 
the Slig can get you. Be ae to =P on 
the next screen. 


DIFPCLAHO se 

Dismount and jump through the well. 
Disable the bomb (R R G) on the other 
side, and then roll to the right. 


DIFC LO \ 
Roll under the floating mine and keep 
going to the right. 


DIFC &eL_O 2 
Jump in the well, and you’ll be catapulted 
to a screen with two lifts and a rock sack. 


DIPC &Le_Ob 
Jump to get a rock. It will fall below. Use 
the lift to go get it. 


CHAPTER Five. 


Eg 'y a mine. Get the two rocks and go back up 
ter of the lift and throw (controller down) to blow the 
lift down to the clue stone. Finally, fromC05, move 


DIPS &6Oe& 
The password is W2 WI W2 W2 F. 
Now return to where you left the 
_ Elum, with a brief stop at COI. 


DIPC LO 1 

Use the spirit rings to blow up the floating 
mine and the Security Orb. Then possess 
one of the Sligs and blow up both distant 
Sligs. Now it’s safe to enter the well, collect 
the Elum, and pass through here. Then take 
the Elum back to C06. 


on the screen. 


ee BPS No 9 


2 jab the two gaps, and whatever you 
do, don’t stop! — 
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is) >.) Sad ea age Praca Vea & 
Dismount and climb to the next screen. 


DIFCO 11 & 
Use the Slig to lower the lift. Shoot the 
other Slig here. 


Taro 14 
Walk off the little mesa and shoot the sleeping Slig. Then walk to the left or 
pull the lever and watch the mine blow up the Slig. 


CooMARP TIES FIV. 


If you didn’t pull the lever i 
Otherwise, mount the Elum an 


a Sy 
Jump the gap. Ta eae en 


Jump a small gap and dismount. Tell the Elum to wait. 


Time it so that you can jump past the sets of mines 
without being hit by the floating mine. Move to the 
next screen. 


DIPS tC e 

W2 WI W2 W2 Wi'1£ F is the password. Get the 
spirit rings and pull the lever to activate the well. 
Return to the previous screen. 


DIreoeecZg 

Stand as far to the right as you can. Chant to clear 
the screen. Be sure the floating mine is away from 
you when you chant. Return to C03. 
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_ small mesa and continue to the next screen. 


in the well. This will take you to the background of 
e. Walk him to C04 and shoot the Slig there across 
and go back to get the Elum. 


Jump across the wide gap. Move on to the right. 


DIFC SCO & 


You’ll have to leave the Elum here. Climb over the 


DIrO a 2. 
Jump in the well. 


DIPS sco 4 2 
You’ll find yourself in a screen with a Mestee mine 
and a Mudokon in the distance: You need to roll 
back and forth to avoid the mine while giving the 
Mudokon the answering whistles (W2 WI WI F). 
He’ll pull a lever that will activate the well. Jump 
into the well, and you’ll be transported back to 
C02 in the background. 


DIFC 4a 
Continue to the right. 


DIPC 1Ont 

The password is W2 WI W2W2 WI W2 F. Use 
spirit rings to clear the mines and then head to 
the right again. 


a = the rae Now you can run to the right and into 
__ the gate before he can catch you. 


DESIE OT 


Pere ko 1 

There’s a Slig in the background. Roll 
to safety behind the huge hanging rock. 
Roll to the next screen when it’s safe. 
Or look for Secret Area DI. 


about the Scrab 
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D2FCC ic © 1 
If'you roll to the left on this screen, you'll 
come to a secret area. Chant to enter the 
gate. 


DAC ic oot 
There’s a Slig*below and an armed 
bomb.The simple thing to do would be 
to possess the Slig and blow him up with 
the bomb. However, that would be a mis- 
take. First, lower yourself into the shad- 
ows and°then sneak to the shadow near 
the bomb. When the Slig’s back is turned, sneak to the bomb, which en R Gc 
R G, and disarm it. Then sneak back to the ledge you entered the area from. Posses: 
the Slig and run him to the left. 


D2FO Oe 
Stand the Slig in the middle of the scree 
(under the Mudokon face). Shoot the Slo: 
coming from the left and then turn and 
shoot another from the right. There are _ 
ten Slogs in each kennel. Shoot all of them 2 
and then destroy the Slig. 


Use short bursts to kill the Slogs. If you try to use continuous fire, you won’t be 
able to turn fast enough. 


ee as a 
Go to the left. 


D2r° Io a 


per enic. O° 
_ Roll behind the first rock and then 
__ behind the second. Jump the mine 
next screen. ee 


D2 e- 

Roll quickly to the middle of the screen and hide 
behind the rock. When the Slig’s back is turned, 
roll to the right again, 


“DIPS le o4 
On this screen you need to disarm the bomb (R 
RR G), and then run/jump over the three mines. 


P2F-Oo* oS 

There’s cover here and a doorway. Look out 
for the remaining mine. Make for the door 
when the Slig’s back is turned. 


The Scrab Temple 


You made it to the temple of the Scrabs, Abe. Now you must be tested. Light 
the flintlocks that you find behind each of the doors. When you have finished 
that task, you will find one final test. Pass that test, and you will earn the first 
mark. And, as always, save any Mudokons you find. 


on the second level. 


D2FCOC 2 2 

When it’s safe, jump down to the lower path and 
run to the ledge. Drop down to C06 and then take 
the tunnel to the right until you reach C05. 


Here are the bells. Chant to possess them now, « or 
wait until later. Go to the left. a 


Pull the switch without enticing the Scrab. Then 
return to C04.Then jump to the upper ledge and 
exit through the doorway. 
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Wait until the Scrab is on the far right, then walk = 

the lever, pull it, and run back to the ledge. When the 
Scrab is on the left, jump into the well. This will take 
you to another well in Ps background: a in the 
second well. ; 


——— aco 2 

~ Run/jump. to the right until you find another well, 
which will take you to the clue ledge.Access the clue 
to get the bell sequence, and then wait until the 

 Scrab is under you. Run/jump from the ledge and 
run to the next screen. 


2 Cs 2c > 
Pull the lever, which will 
drop you to the ground. 
Run to the right and 
jump in the first well, 
which will take you to 
the flintlock back in n COL. Ignite it and then drop over 
the side to the clue ledge again. 
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p onto the ledge on the left. When the Scrab leaves the 
p into the well. 


Note Don’t jump into the well from the ledge, You must 
enter the well from ground level to reach the bells. 


DP2FPC 20O+4 

Possess the Slig in the distance, turn him to face 
the kennel, and pull the handle to light the flint- 
lock. Shoot all the Slogs that emerge. Then take 
the Slig to the right. 


CHAPS FIV 
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D2FC 2CO4 
Now the way is clear. Jump in the well to move to the 
background. Get the sound clue just before the next 
well, and then jump in and complete the level on the 
next Screen: ° a. eer 


Door + 


D2FPC LOD 
Drop down to the next screen. 


D2PCLAO& 

Wait for the Scrab to walk to the right. 
Run/jump and run to the left. The Scrab will 
follow. 


D2FC&LOH 

Jump onto the ledge and let the two Scrabs fight. When the fight is over, move to the 
left again (to C04) and quickly run back here and onto the platform again.Watch two 
more Scrabs fight. 
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apa! ht. = Hes quickly into 
ete foe shoe onto the platform. Pull 
the lever. While the Scrabs fight, run to the 


Ror aie 


well and j jumpin, © 


D2PC KO 1 

Run right and pull the lever at the edge 
of the first screen. Then run right and 
get the sound clue. Finally, come to the 
well in C03 and return to C07. 


: eis! 1 
You'll see that the fintlock is lit. Jump the gap 
and keep going to the left. 


You can drop below to the exit now, or look for 
a secret area. 


D2FC LO +4 
Possess the bells to open the door, and then run 
for the door when the Scrab isn’t around. 


Kees moving to the left and roll into the room with the secret gate. Chant an denter — 
the secret area. oo 


D2ZFC ea—_1 

You are ona platform with a Mudokon. Make him follow you'to the left, into the nox 
screen. Leave him there and return to the right. Now you must wait until the Scrab 
is at the far right end, and then lower yourself and run to the left. Press X to start 
rolling and roll through the pipe. 


oss Pas & te 
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You'll fall, but only onto a platform below. 
Chant to open the exit gate, and then hoist 
up one screen. 


5 a 


D2FC ba 1 2 

Wait until the Scrab is as far away as pos- 
sible, and then lower yourself and run 
toward the gate. Jump into the gate, and 
you'll reemerge in the secret room. 
Complete the level normally from here. 


Dp2PO Sa. & 
Get the sound clue. Now you can fi abe the level or look for a secret area. 


Finishing the main area, return to COl, and ride down the lift. 


DP 2FOC 2 O 2 
Watch the two Scrabs below begin their fighting ritual. Run all the way to the 
right, possess the bells, and go through the door to complete this area. 


D2FC 2 Os 
Take the lift down to a secret room.After chanting, 
jump through the gate. 


DIPOSse Os 


Tell one of the Mudokons to follow, and then lure 
the Scrab to the right side of the screen: When it’s 
safe, run/jump to the left. 


Jump the gap and get on the platform. Chant to 
release the Mudokon and then return to C08. 
Repeat for each Mudokon and finally go through 
the exit gate in C09. 


D2PC 1%c4C 
Run to the left, and you’ll grab and hang on the lower 
ledge. Drop to the next screen. 


D2 kc] 

Wait until the Scrab has jumped to the bottom, and 
then run/jump over and pull the lever when it’s safe. 
Now, run/jump along the bottom to the left and keep 
running. C04 is empty. There’s a gap in C03. 
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D2 kee 2 


Jump on the platform and get the sound 

clue. Then continue to the left where there’s 

another Scrab. Jump onto the platform and 
~ possess the bells to finish the level. 


Tip If you see the first Scrab, walk into the room with the bells after you get the sound 


clue. Because there are two Scrabs there, they will fight and ignore you. 


You'll start in an area with a well. The 
well. will pop you out to the right. 
Remember that. Run to the right and 


jump a gap in C06.Then continue to the 
right again. 


IDOE CO Aco 
Take the lift down to the bottom. 


D2FO 1-4 OA 

Run to the right to lure the Scrab after you 
and return to C04. Jump onto the platform 
and pull the lever when the Scrab is on the 
lift. This will send the Scrab to the top. 


J 


: D2PO eo 


fight. Now go back dowd 


D2PO 1d 

Flip the switch to activate thie welll in C02. 

_ Go left, back to; C04. Flip the neh, ang 
jump into the VERSE a : — 


2° o> Aco 2 
Now jump in the well, and at = ee 
to angener screen. . Z 


4 — the = sound Glue, and then walk to the let pul the lever ? 


DPAPOCO1O2 
Now take the lift down again. Go to C05 and possess the bells to finish the 


level. 
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Jump to the upper platform and continue 
before the bats get you. 


Keep running and jump the gap. 


D2POCSTMO+4 

Wait for the Scrab on the upper platform 
to start jumping. Then run and hang 
under the ledge. Climb up to the well, 
and jump in. 


D2FCSoCOY 
When you land on a platform, go to the 
right. Keep going through one screen. 


D2FCSokO 71 

When you pull the lever to light the 
flintlock, a trap door will open, so be 
ready to run to the left. 


[23 
le 


2’s a low rock 


Time it and run 
and jumping. 


the bells and the exit. 


DAP \ Wek 
Jump onto the ledge and clint: up. 


ll ontc ‘the lower path, 
another ag ready 


gt final 2 screen and jump au 
bate end. The Scrab will follow. - 


the gaps and pull the 
lever on the other 
side of the screen. 
This will stop the 
boulders and open 
the door. Enter the 
door to complete 
the level. 


Ie le 2 

Chant to open the gate. Be careful when you 
jump through it, though. There’s a long drop 
behind it. 


 Isita dream, Abe, or is that Big Face burning a 
_. Sear into your hand and reciting some strange 
of poetry? No, Abe, it’s not a dream. It’s the mark of a heusWear it proueyy 


You'll end up in the Monsaic lines, where it says, “You Will Return.” — : 4 = 


fron here, retrace your steps to the two p vel @ and is time jump 
in the o one. labeled “Paramonia.” cf : 
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Paramites are pretty shy. They’ll run away from you 
when you approach.. But don’t be overconfident. 
They’re vicious killers: when cornered, and you don’t 
want to see what will happen to you if two or more 
Paramites are in the same area with you! Be careful. 


Pass this test, and save any Mudokons you encounter. 
Go, Abe. You can do it. : 


The Forest 


FAPO Ic OO? 
Check the clue if yeu need to and sneak to 
the right 


IFC ioc Oe 

Sneak behind the sleeping Slig and jump onto 
the platform. You can crouch and set the 
bomb, and then climb and wake the Slig, or 
just possess the creature and destroy it. Jump 
to get rocks and then move to the next screen. 


Pull the lever. Stand about two steps 
_into the screen a _throw a rock 
(with the control pad p) to blow up 
the mine across the gap. Return to 
the previous screen. 


FICO 1ICOWEIFCS IC O4 

Jump in the well and ring the gong to call the. 
Elum. Walk off the back of the platform and 
jump to get rocks if you need them. At the 
bottom, mount the Elum and run to the right. | 


Wait until the last moment to jump. This i is 
a very tricky jump, : and your timing hastobe | 
perice On the other Pek enter r the tunnel. — 


FiIro 2c 6 1 

The Mudokon will lower the lift if you 
answer his whistles (W2 WI WI W2 F). 
Ride the lift up. 


al Co 72 O22 


3 Tell the Elum to wait and sneak to:the next 


screen. 


Rire2cCs 
Sneak up behind the Slig (just to the edge 
of the bridge), crouch, and throw a stone 
to blow him up with the mine. Go get the 
Elum and take the lift up. 


You'll find a beehive and honey here—and 
you'll lose the Elum. Stand to the-right and 
throw the rock upward. The bees will chase 
the Elum away. Go on to the right... 


_ = 
; 


= 


\ walk across the bridge. Tell the Elum to wait here if you wish. 


FIPOSIC Ot’ | aC 
Disable the bomb (3R 1G 2R IG IR IG). Get 
the Elum and run/jump across the gap. 


EPO 2252 S| 
Keep running and jump Wether gap before 
the Slig in the distance can shoot you. 


FIPOIC OS 
Walk into the entrance. 


pad ad >) a a | 


Jump across the gap and leave the Elum to 
wait. Climb to the next screen. 


FIreohc\ © 
Jump straight up. 


pg eR Ss 


fej 


Hiroto \ 1 
Shoot the other Slig. Walk to the left. 


. Iron 1 oS 


Walk the Slig off the platform and into the n mine to the left, freeing the lever 
and destroying the = 


RmiIreove\ 2 
Back in your own body, carefully make your way down to Cc 10. 


ip al ad >) an a a 
Pull the lever to lower the lift. Jump over 


the remaining mine.and take the lift to 
Col3. 


FIPOSCOS eg 
Get the Elum and.use the lift to go all 
the way up to C13. 


Rirove\ 2 
Walk to the left. 


FIPOCSCO 1 at 
Get ready for a good run. Get on. 
Elum and run through this area. Th 
, bees will chase you, Don’t stop! Keep _ 
going until you get to C08. Then the 
bees willsleave, and you'll be at a new 
reset point. 


Jump a narrow gap near the right edge 
_ of the screen. Be ready. 


EIPOScO4 7 
_ Jump a medium gap in the middle. — 


O24 
Jump two gaps again. 


FIPObe Oe 3 ye 
_ This is a new reset point. Nothing spec- o 
tacular is on the screen.At the left end is _ 


we an exit to a new section of the forest. 


Fir C hc 1 

Jump down to the lower path. Tell the 
Elum to wait. Stand under the ring and 
pull. You’llfall several screens, but will 
land in a well. (You'll fall through C02, 
C03, C04, and then-pop back-up to C02). 


There’s a ring across the gap and 
upward, but don’t pull it. It will drop 
you on a mine. Carefully climb down 
from the platform you're on, staying on 
- the left-hand pla until you reach 
C04 and the switch. 


\ Pull.the switch. This will close the trap : 
doors above. Then jump in the well to 
pop back to,C02. 


Run/jump across the gap and pull the ring 
there. You’ll drop, but not all the way to 
the bottom. Climb down to the well again, 
get the sound clue (WI W2 W2 WI F), 
and then jump in. This time you'll be 
popped back to COI, where you left the 
Elum. 


Biro oO 
Walk to the left to FIPO7COlI. 


Rire 14-0 1 
Take the lift down. 


RIP 1-Woe2 

The Mudokon will ask for the password 
(which you got from the previous 
sound clue). Answer and he’ll lower a __ 
lift. Take the lift and go on to the left. 


FO 2c Say 
Walk to the left. 


ARG Soc CO 2 
Take this lift down two screens. 


FIP Oe ec Ooons 


‘ Possess the Slig. Walk him to the left to C05. 


Vee tc_Obd 
Shoot the Slig and continue left. 


ENCOO Ole oe 
Drop down and return t 0 C05 on the 
Z bottom path. 


! Shoot the other Slig and release the ¢ one ; 
. you’ve possessed. = 


~ 


‘Back to your own body. Walk left to C06, climb to the upper level, and then 
backtrack right to C04. Climb up to C02 and read the clue about the proving 


Peo sco | 


Possess the Slig and walk him to the 
right. 


. to 


hiro ac. a) 

Shoot the other Slig and then walk back 
to COI and blow up the possessed Slig 
ona mine, ist | for: os 


BRIO 1CO1 
B= Head to the right. 


R2FCO ic OZ 
Go to. the right and get ready to run back. 
Get the Slig to call out at you, and then run 
backs 


Fe 2rOne—O 2 
Make the Slig and’the Slog follow you back 
to C02. 


2FO 1c Or 
: Jump into the well. Possess the: Slig from 


there and kill both nasty creatures. 


SoC ict 2 
Go down the lift. 


Keep going before the Dae can n get you. - 


IPO a eS : = 
At the bottom, walk to 0 the right. 


EQ ic O74 
The_ note says, “Watch out for that bat” 
Quickly climb.down two Han and on to 
the next screen. | 


e2FrC Ie 


boulder and continue to the ‘ehe 


R21 Oo 


Walk through the doorway and on to the 
Paramite temple. 


There are doors top to bottom, left to 
right. 


R2FCkHO 1 
Come in the door and head to the left. 
_ The Paramite will run away. Jump onto 


_ the upper path and walk to the next 
_ screen to the left. 


F2POLLO 2 , 
Jump across—don’t run, or you’ll anger the Paramite. Then jump back to 
where the switch is on the platform below. The switch will bring down a lift. 
Roll to the right to go back into C04,,.and then. make your.way to the top path 
again and back to this screen. Get on the lift and go up. 


FIC LOD 
The note reads, “Blow bombs with spirit rings.” Keep going up. 


FRI2FOC &O +4 
The Mudokon will ask for a password Keep going up. 


R2FCeLCLObM 
The note reads, “Do not forget. the flintlock.” a he life ends here. Jump up to 
C06. 


F2POCLRO’ 
‘You'll. find a meat sack and» a oiled 
bunchsof mines. Get some meat and 
‘retrace your ‘Steps to C02. 


E2POLKLO 2 
Go all the way down and throw the meat to 
: ight. Go get the password from the 
clue stone (WI W2 WI W2W'I£ F). 


RIF C&L OA 
Use the password to get the spirit rings. 


First blow up the mines around the flint- 
lock, and then pull the lever to light it. 


Get the spirit rings again and go up. 


|p E2PCLE Ole 
Use the spirit rings to blow all the 
mines. Go pull the lever, and get more 
meat for later. 


FR 2F CO he +41 
Now the well is activated. Jump in. You 
will be popped to C07. 


Run quickly to the left and jump onto the plat- 
form. Go in the door to complete the level 
before two Paramites appear and eat you. 


Door 2 


Rm2FO 1c 1 
Jump down and. go to the left. (You can 
roll to the right and toss some meat to 
blow up the mine on the next screen, but 
it isn’t necessary.) 


Be Oe ieee 7. 
There are two Sligs. Run back, and one will follow. 


FIFO 1c 3 
Jump onto the upper ledge and possess the 
Slig. 


FR2FO 1K O22 
Shoot the other Slig and deateee the 
first. In your own body, return here. 
Carefully jump across the gap. 


aaa ge) >a: ae ON ay 
You'll find three gaps, three swinging pen-_ 
dulums, and a bat. Watch the bat’s move- 
ments and then time your jumps across 
when the bat is going away. If the bat comes 
near, crouch. The note says, “Step lightly.” 
Sneak into the next room. 


E2P°O Qe | 
The Sloguis asleep. Sneak to the bomb and | 
*Set it. Then roll back, and the Slog will wake : 
upsand blow himself up. Now use the lever 
and get the sound clue.to end the level. 
Head back to where you began, and roll 
right. 


: RIPO ncOD 
Use a rock to destroy the mine, possess 
and its time to leave. 


Boulders will fall 


oS over the Paramite 
d back into room COI. Now the 
ami te is behind you. 


Rm2FCoeOS 1 
Use the pressure plate to squash the 
Paramite. 


2 (A | = ie amg 
Get the sound clue. Now backtrack to 
C02. 


FE 2POSLO 2 Pees 
While you’re here, chant to open the — 
exit door and then continue to the right. — 


E2IPOCSLOS We de alte : oe 
| "Notice yet another pressure plate. Roll under the huge rock and on to the 
._next room. [ ee SF 2 ne fy . 


i 


2 
ae 


__There’s only one Paramite here—for now. But there will be more. Just enter 
the room a little to‘catch the Paramite’s attention, and then roll out again. 
vt ts Tk 3 ss 2 : ‘ 


u rol over the pres- 
return to C04. 


RIP OelO+4 - 

Walk into the room just a little.A»Paramite will come down from above. Go 
back to C03 and squash this one, as well. This time, when you return, there will 
be one more Paramite as you approach the platform where the switch is. Go 
ahead and get to the switch, pull it to light the flintlock, and run/jump to the 
left. Return to C02 and exit. 


Once you’re in the next room with the pen- 
dulums and bats, sneak one step toward the 
edge. Watch the bats’ movements. When a 
bat comes near you and flies away, and when: 
the first pendulum is closest to the screen, 
jump, then crouch. 


Tip If you run from COI and don’t stop, you’ll run across the first gap safely © 
and hang. Then, carefully lift yourself up and jump the remaining gaps when 
the pendulums are away. 


F2C 2c 2 
Watch the bat’s movement. When the.bat has finished its low approach, turn 
off the bomb (R2 Gl). Then he sol, to the ledge and pully yours 
next screen. 


aba oie the 
e to tn hg > first one 


There’s a Slogehére. Sneak to the ring, turn to 
»face- rd the right, then jump to grab the 
“ring2Yousneed to land oe 

in a dead run and 

keep running back to 

the previous screen, 

where you’ll fall and 

hang, safe from the 

Slog. Pulling the ring 

opened the exit door, 

Abe, so now you can 

leave. 


FE 2PO 2S 

Work your way back to room C02, watch=~ 
ing for the bat in-room C03. In the pendu- 
lum room again, watch for the bat to come 
close and then fly away. That’s the time to 


i e2P OC 24E]. 
a. Watch the bees’ flight pattern. Time it so 
you can run between groups. Or, for extra 
safety and control, roll past the bees. Go to 
the next.screen, but carefully. 


Lure the Paramite back to the previous screen. 


F2FC 2c Ob 
The Paramite is following you now. Roll through the bees during a clear 
moment and stop one or two steps. from the right, edge of the screen. The 
bees will start to attack the Paramite. 

You might think to go after the sound 
clue while the bees are busy with th 
Paramite, but be patient. You'll get t 
clue later, when it’s a lot safer and: eas: 
ier. For now, return to C04 once th 
Paramite is dust. f 


| 
j 
| 


“Eero 22. 4y . 
Lower yoursel) off the edge. ie 


Bard ICD 
pose going: down, 


2 


F2FO 2c © 1 

Jump down to the bottom area. Head_toward the lever, but don’t go all the 
way. There’s only one Paramite at first, but another will appear as you walk 
forward. Jump back on the high»place.at the right. Stand on the edge and 
throw the meat (controller left). It will hit the beehive, and the bees will kill 
the Paramites. Pull the lever. Return to room C06. 


po ge rae 
Now jump up and climb to the next room. 


-2FC 22 = 
If you need meat, there it is. Otherwise, 
keep climbing. 


ba 


‘WN AWioetstOo SBS Adidio wear 


Jump the gap tothe left, and move to 
the next room in that direction. 


“ : : a Sr 
ane 2 OO ICO : 7 ose 
= You'll find a lever and a Paramite. Stand near the lever and throw the meat ; 
(controller up) to the left. It will land on the small shadow. Pull the lever to 7) @5_ 
squash the Paramite. Get the meat back and continue to the left. : B 
bed 
vat + + < , 
yy fe] * P| D 


2—2EO 2 OS 
Lure the Paramite back to C09. 


FR2FO 20 On 
Squash this Paramite as well. Then continue 
back to Cl0. 


A 2FO 2-1 
This time go to the right to CII. 


FIFO 21 1 
You'll find another Paramite and a 
raised platform with a meat sack. 
Throw some“meat to the left E 
the Paramite on the other side of you. 
“Now move on‘to the right. fe 


F2FOC 2c 1 2 a2 
Another Paramite and a rolling stone. Sounds 
like wes have a bit of running coming spree 


\also the-one you ericountered i in ell 1. Be ¥ 
to Gl. ard walk to ee the stone was. You cant 


F2FCO 21 2 

Look behind where the rolling stone was. 
Find the bird ring and chant to enter a 
secret area. 


F221 +4 

You must master the run/roll technique 

(running and holding down X, then releasing 

to come back into a run) to be successful 

here. Run/roll through the tube and then 

run/jump to the platform with the meat. 

Talk to the first Mudokon and tell him to fol- 

low. Jump up to drop some meat, and throw 

it to the right to engage the Paramites. 

Immediately run/roll back into the next 

screen—not too far. Tell the Mudokon to 

wait, and then run/roll back and up to the 

platform again. If your timing is perfect, you 

should be able to do this before the 

Paramites finish lunch. Repeat this procedure for the next two Mudokons. 
When the last Mudokon is in position, chant 
to release all three, and then run/jump 
through the exit before the Paramites show 
up. Oh, and Abe ... watch out for a rather 
large boulder that will fall near the exit gate 
as you approach. 


yawn 


FR2FO 2c 1 2 . 
Back in the secret room, carefully roll out of the room. 1. Return to the bottom. 
and to C05. 


a EIPOIC OY 


*, Now that the beehive has been plugged by the huge rock, get the sound clue. 
Then return to the.exit in C08 and complete the level. 


1, He 2FOASCOsg i 
Run through the two left screens. 


~~ 


Jump onto the raised platform, and 
Fis up. 


F2FOAC OA 

Keep climbing until you find a Paramite 

and a well. Climb onto the.upper’path to 
the left and continue left for two.screens. 


F2FOAC Oz 

There’s a lever, but the rock will release 
when you get close fo it. Be ready to run. 
As soon as the rock is released, run and keep running. You'll run off the edge 
in C04 and catch a ledge. 


Pika A 


pct | meat, and cheek the sound clue on the lower 

path. Push the lever on the upper path. to activate 
the far well. Go into 
the foreground well, 
and then go into the far 
well. 


This will take you to the 
background of C08. 


E2POCAC OS 
Walk right, and pull 
the lever to ignite the 
Magade 


Return through the wells and go down to C07. 


EIPOACO 1 Ss 
Toss some meat to the right, and then jump_and hit the meat sack. Quickly 
pick up the meat and then roll to the left, to C06 where the exit is. 


F2FCAC Oe 

Toss the meat to the right, and then run and 
jump to the upper platform where the door 
is. Chant, and you’ll finish the level. 


one. Now go through the final door, Ab 


jRArO 1c \ 2 oe 
Jump in the well to get a preview ot the 
‘face-you’re about to run. Or just go for it. 


Start by going up the lift. 


est of f nasties a you don’t jump over it. 
-Continu fe che rae 


FAC 17 Oo +4 

Keep running, and jump at the lever that 
is guarded by mines. Climb next to the 
mine and jump to the platform above. 


Jump in the well, and you’ll be popped up 
to C12. 


FRAP 1c 1 2 

Jump and hang on the ledge until the two 
_ Paramites fall past you. Climb the left 
A. ee and run/jump up to the right ledge. 


FAre 1<_Ob 

On this screen, you’ll need to roll under the 
low rock, climb onto the platform, and then 
run/roll under the overhang. Keep riinning:tom 
the left. Again, hang from the ledge until the 
Paramites jump off of it. 


FAP OC 1 & 
Be ready to.jump the gap ahead, and then 
jump again to get on the upper path. 


2 24) Se as | : 
Hold the X button to roll under the 


rocks, and then continue through the next 
screen (C08). ee 


_ Jump onto the platform and into the well as 
quickly as you can. : 


pata, 
a haked 


‘ ey 


AAC 11 © 
Get meat from the sack and then jump into 
the well to the right. 


RAP ic} 1 
From the platform, toss the meat to the right and then run to the doorway. 
That’s all there is to it. 


PAPO Se1 Se 
_Chant to open the gate and jump through. 


Big Face burns you another scar. You’ve 
passed the test. Now it’s time to use 
what you know to shut down 
_ RuptureFarms and save the Mudokons. 
But first, back to the Monsaic lines. 


Now that you have completed both tests and lit the flintlocks in 
both Scrabania and Paramonia, you are ready, Abe, to continue — 
your journey. You have a new power now—the power of the 
Shrykull. Return to LIP06C06 now and use the Shrykull power to 
eliminate all obstacles in your path. It’s time to return to a 
RuptureFarms. It’s time for some revenge, Abe.Are you ready? 


YP 


ee 


we 
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CHAR, “SDE VENI 
REAL RAL 11O, Rsk BARTS 
Qo 


=IPOdAc oO % 
When you emerge here, Abe, you tes in 
the Stockyards again. Pind 
cliffs. 


et 


ito the ledge; then jump over _ 


‘the Slog “and run back the way you 
came. 


HOH 


= 2PFOAC Ce 


Run all the way back here and tte nd Ni the platform. The pi will get 
hit by the floating mine, and s¢ notl r , 


C04 and move 


i 


= 2PFOACLO 1 


Use rocks to take out the floating mines. Before leaving, yon might want to 
go back to get two new rocks for later. 


£.2POC ACO’ 
Run to the right through the next screen 
(C05), and then run/roll throug 
(C04). In the screen after that (CO. 


the ledge and continue. 
= : ‘i ae 


oving, run/jump to the ledge. 
tion sensor to draw the Slig in. 
Hang on ‘the e ledge while it jumps down.Then pull up 
and wait for it to explode. 
The exploding Slig— will 
free the lever. Go turn off 
the electricity, and then 


level on the right. 


run/jump to the _upper 


REWSRAI 1O REP -Ra TART 


j apes ODDY Dee. 
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IPC I2C OD 

Chant to agitate the Slog below. Run to the left, jump to the ground, and jump 
back up on the left ledge of C04. The Slog will chase you, and explode a mine 
there. Climb down to the lower path and head to C03. 


EL I2FO2C OD 

Now that the Slog is gone, you’ll want to go here and climb down. If you go 
on the upper path to the next screen, you’ll encounter a Slig, and there’s no 
way around him. This is the way. 


E.2PO 22 oe 
Chant and open the gate. This will take 
you back to RuptureFarms. 


see this place again. 
now. So it’s payba 


Tell the Mudokon to follow you to the next 
screen. 


=F 


=e 


Chant to release the Mudokon. This also 
somehow disables the electricity so you can 
continue. Look familiar? It should. You were 
here before. 


ROr1 1c 1 
You can go in the door, which will then take you up. Or ... 


If you choose, you can go get grenades by crossing to the left, to R2P20C02. 
You'll have to deal with a floating mine in the grenade room after you get the 
grenades. Stand about a step to the left of the Slig’s platform and throw a 
grenade with the controller to the left. Turn off the barrier and continue. 


RAF \ So CoH 


You’ll come out through the upper door and 


run to the left with a Slog on your heels. Run 
to the left three screens. 


REV l Sc Og 
Jump on the ledge to avoid the Slog. Walk to 
the left. 


Chant to save the Mudokon; then return to Ras Je 4 
C02. | ee a S aaa 


RAE i eo? 
Possess the Slig. Walk the Slig to the right. 


If you want, you can talk to the Slog and tell it 
to come (LI + square).Take it to the left edge 
of the screen and tell the Slog to attack (LI + 
X). The Slog will blow up and destroy one or 
two mines. Or just shoot the Slog. 


RAF \ Sc1 1 
Shoot the Slig that approaches from the 
right. Continue. 


Pass the Mudokon. 


RIF \ Sc c+ 
Shoot another Slig coming from the right. 


RIF \ Sc Ob 
Walk under the two saws. 


R2F\ Sco ble : 
Shoot the Slogs in the next screen. There are a lot of them. Once all the Slogs 
are gone, continue to the right. 


Tip Shoot in short salvoes to hold your position. 


RAF \ Sc Ot 
Pull the switch to open the door and release the Slig. Now head left to P18C10 and 
get spirit rings. 


The switch also releases an electrical field to 
the left, allowing entry into the earlier part of 
Zulag !, where there are secret areas with 
more Mudokons to rescue. The second Slig 
will probably kill the one you’ve possessed. If 
not, you know what to do. 


Back in your own body, Abe, go left two screens. 
You'll be back this way later. 


RIF \ Sci 
The Mudokon here will gives you spirit rings. 


Use the spirit rings to destroy the mines after taking the Mudokon to safety, if you 
haven’t done so already. Go to C03 and rescue the Mudokon there. 


R21 Sc) 
There was an electrical barrier at the left side of this room, but you turned it off with 
the Slig in C07. So continue to the left. 


RAP \ eo Ot 

The Slig is standing next to a pair of bombs. Use 
the spirit rings to blow up the Slig and the 
bombs. There’s an open gap here, and it leads to 
a secret, but save it for a moment. Jump on the 
upper platform and continue left. 


REF \ eo Ot 
Possess the Slig and get rid of it. 


Return here and move the Mudokon to the left, away from the mine. Blow the mine 
and have the Mudokon follow you back to C07. 


RIF \ hs 


Make the Mudokon wait and go pull the lever to close the trap door. Tell the 
Mudokon to follow and then release the two Mudokons you find there. You get the 
Shrykull power. Return to C07 and move on. 


RIF \ &o Oe 


Three Sligs will appear suddenly from the left. Use the Shrykull power to get rid of 
them quickly. 


eS aa 


2 BS aye" 


R2F\ OOD 
Jump across the first gap and hang. You can 
jump both bombs without disabling them. 
Jump the next gap and continue. 


Perera aetnsaaery 


Nin oT 


b 


R2F\ &OS 


Watch out for a Slig coming from the left. Run and get on the upper platform 
before it can shoot you. Then drop it in the trap door when it’s facing left. This 
is important. Otherwise, it will stay alive when it falls. Listen for the 
splat.... Now, pull the lever and run into the gap. 


< 


R2F 1&1 
Make the Mudokon jump down the 
gap and follow him down. 


R2FV&COa 
Sneak one step into the shadows imme- 
| diately. There’s a Slig right next to you. 
eee; Wait until both Sligs have their backs to 
ne Seae3 +you and jump so that you land in the 
= \ & shadows on the lower platform. Now 
= ; sneak to the edge and across the gap 
oweeC .=aeaa when the bottom Slig isn’t looking. You'll 
= - fall next to a Boom Machine below. 
RIF \ ba 1 
Get a grenade and go back up. 


R2P\ 64 
Sneak to the shadows. Crouch and roll a grenade at the Slig when it’s at the 
left side of the screen. Possess the other Slig and walk it down to C10. 


R2F\ &o-1 © 

Run off the ledge to avoid the mine below. Tell the Mudokons to “‘Look out!”’ 
Now shoot the two Sligs and destroy the one you’ve possessed. Then come 
down here in your own body. Move the middle Mudokon to a safe spot, blow 
the mine with a grenade, and then free the Mudokons there. 


Chant to open the gate and exit back to PI16C03. 


RIF \ 6&2 
Keep going left. 


R21 HO 
Possess two Sligs and use the surviving 
one to walk to the left. ; 


RIF eco oH 
Move past the Mudokon (or shout 
“Look out!’’) and shoot the Slig. 


RIF \ he 1 
Move past the Mudokon and shoot two more Sligs. Then destroy the one 
you’re controlling. Save the two Mudokons and go through the door in COI. 


Remember, you can yell “Look out!” to the Mudokons and they’ll duck, leav- 
ing you a clear shot. 


RIF \ SlOe 
Go up the lift. 


RI2F\ oC Ot 
Run to the left with the Slog behind 
you until you reach C05. 


RIF \ SC Ob 

Run and jump on the ledge. The Slog will stop 
here.A Slig will run into the room. Possess the 
Slig and shoot the Slog. Then walk it into the 
next room. 


eOPe eee 


RIF \ Se O+4 
Walk into the room, yell ‘Look out!” to 
get a clear shot, and wipe out the two 
Sligs. Then destroy the possessed Slig. 


M2 i So Oe 


Now jump down and go into C04 on 
the bottom path. 


RAF \ SC O+4 
Possess the Slig. Walk it to the left. 


GIF \ &SCOe 

Shoot the Slig that runs onto the 
screen. Destroy the possessed Slig. 
Now return to C06. 


2 


There are secret areas in R2P15C03, R2P15C04, and R2P15C06. There is no 
secret area in R2P15C05. Do not walk into that trap door. 


R2F\ SCOe& 


Pull the ring and run into the open trap 
door. 


ON oe 2S 

Get a grenade, crouch, roll to the edge, and 
throw from a crouch. It will bounce to the cor- 
ner and kill the Slig on the left below. Now 
possess the other Slig and walk it down below. 


R2F \ Sc \ +4 

Jump down, and yell “Look out!” As soon as 
the Mudokon ducks, kill the Slig on the right 
below. Then quickly shoot the other Slig. The 
other Slig will kill the one you’ve possessed. 


R2F \ &cl 2 


Go down below, taking the Mudokon with 
you. 


RIF \ Sei 4 
Free the Mudokons and leave. 


RIF\ SCO +t 
Lower yourself behind the barrel. 


Me NOS 
Possess the Slig and send it to the lower level. 


RIF \ Sa \ & 
Shoot the Slig to the left. Unfortunately, four more Sligs appear and wipe your 
Slig out. Oh well ... 


TEEN 


Get grenades and start tossing them down below to wipe out the four new 
Sligs. Then you can drop down, chant, and free the Mudokons there. 


ROC Sec > 
Climb down behind the barrel. 


R2F\ Sc \ 

You’ll drop onto a ledge with a Slig. Run 
down, start chanting, and he’ll also run 
down. Immediately stop chanting and 
run/jump back to the upper platform. Now 
you can safely possess the Slig. Drop him 
down to the next screen. 


BACK TO THE. FARM AGAIN 


St 4 EMPLOYEES -9} 
Shoot the Sligs on the upper level, and a CEES: 
destroy the possessed slig. BC ae sie 


R21 Sci 1 

Drop down. Pull the lever to turn off an 
electrical barrier, and destroy the con- 
trolled Slig. 


NAO ss ce 
Free the two Mudokons. Return to C03. 


RIF\ BOCs 
Move left. 


B22 \ Sc \ © 
Use the doors to move left two screens. You shouldn’t encounter any danger. 


RIF\&ScCO2 

There’s a gate here and a barrel. There’s noth- 
ing behind the barrel. The gate will send you all 
the way back to P18C10. 


RIPI SOO 1 
Free the three Mudokons and then go down 
into the secret area behind the barrel. 
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Toe te 
Possess the Slig. If the Slog drops below, 
follow it. 


R2F \ Sc b 
Tell the Slog to “‘Sic ’em,” and it’ll eat the 
Slig below. Kill the Slog, and release the 


Slig. 


APteresinwihh ee os 
RIF\&c li 
Lead the Mudokons down below and send them home. 


RIP\ SLO \ 
Return to C02 and use the gate 
to return to PI8C10. Go back to 
the door and return to P18CO07, 
rescuing all the Mudokons you 
can find along the way. You know 
what to do. When you’re ready, 
go through the door in P18C07 
and into Zulag 2. 


@ 


- Sneak to the left, and jump on ithe platform. Possess the 
seeping Slig. Walk it to y the left. ) 


REFCO IC Oz 


Answer the voice security (W2 WI WI W2—using the Mudokon equivalents 
for Slig speech). Another Slig will drop from the ceiling. Wait for it to come 
into your sights and plug it. Then finish the first Slig. 


RIFO ICC} 


Check the directory for a general map of RuptureFarms and a specific map of 
Zulag 2, and then head to C02. Notice that there are nine Mudokons on this level. 


RAFC IC O72 
Ride the lift up. 


RIAFCO ic COD 
There are three doors here. 


R2FC 22 0 \ 
_ Walk to the right, to C03. 


Jump onto the raised platform. While facing 
left, pull the lever and start running. If the 
Slig doesn’t come down, chant for just a mil- 
lisecond. Then jump onto the platform when 
it jumps down. Possess it and move it to C02. 


RIFC 22 Oe 

Use the Slig to say the bakword to the voice 
security (WI W2 WI). Then shoot the Slig 2 
that appears from the left. Destroy the pos- 
sessed Slig. 


4 PLIST Ep. 
Save all three Mudokons. You’ll need to collect them from the three screens 
you’ve seen. You'll also get the Shrykull power, and then ride up the lift. 


Tip You must save all three Mudokons at the same time to gain the Shrykull 
power. 


R2FC 20 Oz 
Pull the lever to unlock the security lock. 
Walk to the right to C05. 


R2F©C 20 OD 
Use the Shrykull power to destroy the mines and the Slig. Then possess the 
Slig that runs into the room after. that. Walk it to the right. 


Tell the Mudokons “Look out!” and 
shoot the Slig; then destroy the one 
you've possessed. Save the two 
Mudokons and return to the entry 
door to complete this level. 


Z2 Door 2 


RIF \i coco } 
There’s a Slog above you. Start running 
to the right. 


Just after you get into this room, jump to 
climb up to the ledge. You have to do this 
very quickly so the Slig can’t shoot you. 
Possess the Slig and have it call the Slog. 
Walk them to the next screen. 


There’s a Slig behind a barrier. Walk up 
to the barrier and tell the Slog “Sic ‘em”’ 
(LI + X). That takes care of the Slig 
behind the barrier. Call the Slog back 
(‘“‘Here, boy’’), shoot it, and then destroy 
the possessed Slig. 


RIF \ Cl Oz 
Walk to C03. 


RIF \ OCC Oe 


Roll under the barricade and on to the next 
screen. 
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RIF \I CC OD 
Walk into the next screen, wake up the Slig, and run back the way you came. 
You need it to chase you. Keep going back to C03. 


RIF \ OC Oe 
Climb on the upper platform and walk back to C04. 


R2F\ Oc O+r4 
Possess the Slig and walk it back to C05. 


be 
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Shoot the Slogs. (They’ll start to run out 
when the Slig is just under the overhang.) 
Now use the Slig to pull the lever and com- 
plete the level. Then destroy the Slig. 


RIPIOCCO4 a 
Return to C05 and save the two Mudokons. Return to the door and end the level. 


RI2FC 2c 1 
Walk to the right. 


RIFC ZC O 2 
Jump the two mines, or blow them up with 
grenades if you have them. 
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RIFC 2CO4 
Jump onto the high platform. 


RIF C 2CLO2 

If you need grenades, get them. Otherwise, wake up the Slig (say anything 

except “Hello”). Stand on the right side of the lever, facing left. Throw the 

grenade (controller down). Pull the lever to drop the grenade on the Slig. 
Go down and pull the lever on the bottom path. This will lower a lift in C04. 

(You can pull the trap-door lever and run to drop quickly down to the lower path.) 


RIVFC 20 OA 
Take the lift up. 


RIF CZ OD 

Run/jump to the upper platform. 
There’s a security orb here. However, a 
well-placed grenade will finish the Slig. 
Pull the level lever and return to C03. 


RIFC ZO 2 

Go get the Mudokon from C04 and 
take him to C03.You can do this by tak- 
ing him along the lower route, or by 
taking him to the trap door and having 
him stand there while you pull the 
lever. If you didn’t already take care of 
the mines in 02, have the Mudokons 
wait for you here. 


RIFC 20 © 2 
If you haven’t already done so, blow up 
the mines with a grenade. One will do. 


If necessary, get more grenades and 
then save the two Mudokons. Return 
to 01 and complete the level. 


You should now be able to enter the door marked Zulag 3. 


tO Sea Ado ]Sav 


You're close now,Abe. Get throug 
there. You can do it.You can brit ah. 


RIF \ SOO \ 


You'll find yourself on a screen with a sled spi 


Slog. Sneak to the left. 


R2F\ COS 
Wake up the Slig and run back to the righ 


were” 


R2F\ 2CO2 
Roll under the barricade and pull the lever. This will turn off the electrical barrier in 
C03. : 


R2P\ 2COS 
Take the lift up to C04. 


wesrieog SUP SELL 


. fenniofees- 
TCASUALIES- G2 1M] 
ESCAREES- O23 3M 


RIP\ & — 
There are three. 


next screen. 
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' 
If you need grenades, make the machi 
one and then run/jump onto the 
when the Slig wakes up. When the Slig 
tom path, grab the grenades, and quickly 


1e upper path. Walk on to C03. 


RIFO 1”-OD 
Stand about one step into the screen and get seat to throw a grenade at the 
security orb. Hold the grenade for about five counts and then throw. It should 
blow up just as it hits the security orb. You have nine grenades to try before you nN 
have to go back and get more. M 

coe) 


Once the security orb is gone, possess the Slig 
release the electricity. Walk it back to C02 
Destroy the possessed Slig. 


) pull the lever to 


Walk back to C02 


RI2FOCO1KO2 
Drop to the lower path. Walk back to C03 


RIPOC KOS 
Climb down off the edge. 


RI2FC171KCO+A 
Run/jump across the gap, being careful n 
get hit by the ce meat. yee iP 


R2EFCO 
Walk to the’ left. 


Possess the Sl 
Then walk to 


Ce down—a a is on it. 


Os 
ve high platform and wait for the og to come onto the screen. 
3 and destroy it. 
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Now go back and get each of the these Mudokons on this level and take them 
to the lift. Once you have all three, take the lift all the way COI, where you started, 
and go get the fourth Mudokon from C03. Once all four are in place, return to 
the ring of birds (C10) and release them. You will get the Shrykull power. Pull the 
lever to reset the lgek. Now return to eo 


Jump the gap, avoiding the falling meat. 


R2FOC1C OC’ 
Use the Shrykull power to clear this room. 
Walk to the next room. 


Run/jump across when the mine is out of 
the way (or lower yourself off the edge 
when it’s safe). Drop to the lower path. Then 
walk to the left and pull the lever when you 
can do so safely. Immediately walk back 
under the middle platform and hoist your- 
self up; then move one step backward. 
When the second mine is out of the way, 
run/jump across the. gap. 


RIFOCOCSAO 2 

Sneak to the edge and then jump down and © 
jump again across the gap. Wait until the Slig 
has turned his back and then run to the right 
to C03. Be ready to jump again almost imme- 


diately. 
i <. 
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Get to the upper platform and then jump the gap to the other platform on the 


right. Crouch and toss a grenade under the security orb, and then start chanting. 
The Slig will run out of the roo ind fall off the ledge. (If you don’t have 
grenades, wait until the Slig has walked out of the room, and then go pull 
lever and hoist back up again. This will make your return trip more difficul 

ever. Better to use grenades.) Return to CQ2. _ 


R2FCO 2 
Throw a grenade (controller up) over to where 
the Slig is sleeping and blow him up. Then go 

across and pull the lever. Return to C03. 


RIFOO >> 
Pull the lever, and take the lift up. 


RIPOCSLO 4 
Pull the lever to ca 
get grenades if you 


R2FC5oLAO 1 28 
Use grenades to blow up the floating mines. If 
you toss low when they are near the ground, 
it’s pretty easy. If you run low on grenades, 
return to C04 and get more. Finally, save the 
Mudokon and complete the level. 


R2F\ 26-0 1 
Run to the right. 


R2IF\ 2C O22 
Cross this room and sneak into the n 
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R2P\ 20-2 
Sneak in and climb to the ledge. Pos 
Slig and walk him back to C02. 


A hens 4 


RIF \ 20 O22 

Position the Slig next to the switch and pull it 
when the upper Sligs walk over the trap door. 
Shoot each Slig in turn and then destroy the 
possessed Slig. 


O21 2c CoS 
Go back to C01, get the Mudokon, and walk it 
to the trap door. Pull the lever, and it’ll drop to 
the lower pathway. Then bring it here and 
release it. Go through the door up ahead. 


RIPON 1 
Get grenades if you need them; then dyop 
down to C02. f | 


RIFC] 1C-O 2 
Possess the Sligs here. Have the one tha 


fl irvives pull the lever. Walk it to the right. 


Call the Slog, anc 
trical barrier. Then give the password (WI W2 
W1) and run into the next room. 
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Then you can return 
plete this level. 


BRAY \- Seat 
This opens the door for you to exit Zulag 
3 and enter Zulag 4. 
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RI2F\ 4c CO \ 

Climb the two shelves. There’s a Boom 
Machine here, but it’s protected by an 
electrical barrier. Leave it for now. 


Head to the right-on the bottom path. 
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R2FCAH© \ 
Walk to the next screen and d get the att : 
‘a Slig. Then run back and jump onto the high | 


ledge. Possess the Slig. Move it to the next 
screen. 


RIFCOAC OD 
At the bottom, shoot the two Sligs. Leave the 
one below for now and head to the right. 


RIPOCOAC O44 
Shoot the Slig quickly. Keep shooting to 
nail the Sligs that appear. Drop to the 
lower path, and shoot the other see er 
destroy the possessed Slig. je 


RIFOCALO 1 
Back in your own body, j jump down to C03. 


RIFCACL OC D 
Possess the Slig, and destroy it. Then head to 
the right. 


RIPCAC O44 
Walk to the right along the lower r path. 


ing Slig. Roll through the barricade, climb up, 
and turn off the electrical barrier. (If you’re 

fresh out of grenades, sneak onto the screen, 

roll through the pipe, slap the bomb, and roll | | 
back out to take out the Slig.) 


RIFOACOCLe : 5 
Roll into this room and toss a grenade at the 
Slig with its back turned. If you hold the 
grenade for a while and then toss it, it will 
blow him up easily. Enter the door ahead or 
backtrack and save the Mudokons you passed 
earlier. 


RIFC ScO© \ 

You’re in the Slog kennels now. Start running 
and keep running until you reach C05, where 
there’s a high ledge with two Mudokons on it. 


_ them.Then crouch about one step from the edge an 
f any are below you, run/jump across again and lo 


RIV Cec O4 
Possess ve Slig from below. Walk it to 
the left. 


 RIPOSC Os 


out taking out all the Slogs, you can try to walk to C04, lob some grenades 
C03, and hope to blow them up. Ultimately, you need to pull the interlock lee 
Kill the Slig when you’re done. 


Finally, return to CO! with the three eEiugpions that you pine on 
and send them to safety. 


RIZFOSHO© 1 


Backtrack through the dooke sa and retrace your steps all the way to R2P14C02. 
If you have left any Mudokons behind, be sure to save them before you continue. 


RIF \ co a 
The lower door will close behind you, and th 


upper door will open. Carefully head ba 
lee left. 


n sneak to the shadows. Head into C04 


Take cover behind the barricade and get ready to run/jump onto the shelf when 
both Sligs are gone. Then quickly run to the shadows and stop until the Slig has 
passed you again. Now you can run forward, back to C02, but on the upper path. 


Tip From behind the barrier, get the attention of both Sligs. This will synchronize 
their movements. Then, when they’ve both left the screen, you’ll have a perfect 
opportunity to run to the upper path and get into the shadows before the upper 


Slig returns. Or, if you have grenades, roll one at the bottom Slig and make him 
go all to pieces! 


RIF\ Ac Oz 

The lever will release the electrical barrier 
protecting the Boom Machine below (in 
CO0l). Keep going to C03. 


BEF iy — 


Enter the upper door. 


R20 \ \coce th 
Walk to the right. 


ROP \ ket Zo 
Possess the Slig and have it pull the lever 
to release the _ electrical barrier. 
However, be ready to blast a boatload of 
Slogs as you pull the lever. Quickly turn 
and start firing. Keep firing until the 
__ recoil pushes the Slig back into the pre- 
~ vious screen. Or, use short bursts to Kill 
them all (the preferred method). 


R2AF1\ ico l = 
Go left, and pull the lever to turn off an electrical | 


area, Sand” in he middle of the 
either side. Use short can or they'll 
: the Slig. a 


: You can now go forward to reach the end of Zulag 4,or you can try the secret \ Wi 
Your choice. If you simply want to go forward, jump the gap and head to the right. _ 


THe, “Dee RET KRY 


To enter this secret area, you must destroy all Slogs in COI. 


ON le Coe 
Jump down to the lower path and run back to COI. 


R2F\ ico 1 

Roll to the left and collect the spirit rings. You'll want to come here three times. 
Each time you get the spirit rings, head back to the right until you find an obsta- 
cle. Use the spirit rings to clear the way, and then return here and get them 
again. (Hint: You’ll need to use the spirit rings right away when you leave the 
secret area.) Touch the button that reads “Do not touch.” 


thing: lan ,then d 
~and roll a grenad 


; s the Slig and kill it. 
chat reads “Do not touch.” 


RIP\ IcO4 
Run.and enter the doorway. You'll find yourself 


on a small platform. Walk to the right to 
enter the final sequence. 


REPS CES 2 

The clock tells*you that you have two minutes. Obviously, you'll 

Walk across the platform and enter the doorway at the end. 

been watching you. He or she must know you’re coming. Not 

about it, though. When you emerge from the lower door, it will be do-or-die time. — 


AL 


Run to the left and try to stop so you'll just fall off the edge. 


REC ke OS 

Run to the right, again just falling off the 
edge, and then walk to the ledge and 
lower yourself carefully down. Or check 
the “Final Super Secret.” 
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When you jump across the second gap in C03, pull yourself up under the clock, 
Abe, and roll to the left. Roll through a hidden entrance, and you’ll drop to C04, 
where you can immediately pull the lever to turn off the electrical barrier. This 


will save you a lot of time and effort. 


Quickly turn to face left and jump. (Don’ 
bother with the bomb there.) You’ll land in 
r space between mines. Jump again to th 
then walk into the next screen. 


immediately before the seco 
goes down, roll ‘it 
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KC cnatind saw. is going: ral and then time Loud 
cond saw as it heads eS Jump again and then 


One method that may work is to time your jump through the saws so that 
the left-hand saw is on the way up and about even with you. Hold down the jump 
button for two quick, but terrifying, leaps. 


REF C &c_OM +t 
Make a series of jumps to the lever on the 
rigne side of the screen, pull the lever, and 
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After you run/roll/jump again, you’ll fly off ber 
the ledge. Head back to the left. 
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You’ll get the Shrykull power. Stand on the trap door and jump up. You’ll drop 
into the Board Room. a 


ee 


This is it, Abe. Your destiny awaits 
you. Have you succeeded in 
destroying RuptureFarms, or are 
you arfuture tasty snack? Time to 
find Ew 


Chant to use your Shrykull power. This will 
destroy many of your enemies. Unfortunately, . - 
there are more. You will be arrested by the Sligs ; , eee 
and taken to the meat hook, where your fate will === — Oikos iene 
be decided. ee. . ios be CAuTl git GAS All| 
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So, Abe, this is the moment of truth. How 
many of your fellow slaves did you rescue? 
Your performance will be judged now. If you 
saved enough, you, too, will be saved. If you 
did not save at least 50, then I’m afraid your — 
fate is none too pretty. If you saved all 99 
Mudokons, you will earn the highest honor. 


ojAg to be, Abe? Did you prove yourself a 
future Mudokon Munchie? 


Lorne Lanning & Sherry McKenna 


RDM: Could you speak about the genesis of the story 
behind Abe’s Oddysee and the underlying topical elements? 


Lorne: This story of Abe’s Oddysee is the first of a five-part 
series, the Oddworld quintology. It’s been brewing for seven, 
almost eight years. | always wrote short stories with fan- 
tastical characters and worlds, but they were disjointed 
from each other.When we began talking about forming the 
Oddworld company, | started putting those stories 
together. 


The underlying philosophy in the games is what's happen- 
ing to the human soul at the expense of consumerism and 
entertainment. Kind of the Joseph Campbell riff. 


Sherry: The history of the company is worth men- 
tioning. We were doing a motion-based ride film, for 
Japan, at Rhythm and Hues. Lorne kept trying to tell me 
that we should be doing games. As you know, | didn’t 
like them, don’t understand them, etc. 

He kept saying,““Don’t you understand—it’s about ‘owning 
the content?” | didn’t know what that meant, since I'd 
always been a vendor of services. | kept blowing him off. 
The thought of giving up my career to do games was an 
insult. | did high-end special computer graphics. 


One day, Lorne told me a story. | love stories, and he 
spent a few hours telling me the whole thing. | was 
enthralled, and immediately saw the possibilities. | 


wanted to make a movie out of his story. He said, “No. 
We're going to make five games.” | was deflated and 
furious! | hate games—they’re awful, they appeal to |2- 
year-old boys. They reward the player for being a villain. 
You get rewarded for killing, shooting, for being the bad 
guy. So we looked at several games. I’m embarrassed to 
say | got flustered and confused by them. | couldn’t 
handle menus, inventories, etc. It was difficult for me to 
maneuver around. 


Games have no sense of orientation from screen to 
screen—the character shows up in different positions. 
There’s no continuity of movement. | was embarrassed 
to play these and get confused. Lorne spent two years 
to convince me to do these games. 


| was horrified by the graphics in games. People critique 
movies when the small details aren’t right in the computer 
graphic special effects, but they take off their critic hats, 
come home, and play these awful-looking games and never 
complain. 


| didn’t want to lose my reputation .... Lorne said, 
“How about if | guarantee you that the graphics we do 
in a game would be of film quality?” | said, “Sure, right.” 
This didn’t seem likely, so my career wasn’t at stake. But 
he guaranteed it. 


RDM: Can you talk about the overall vision? 


Sherry: Lorne is concerned with the environment and 
the universe, and I’m concerned with humanity, and peo- 
ple, and the state of our health. “It'll all be incorporated 
in these games,” he said. We've got similar interests, and 
his story was in synch with what | want to tell. He 
wouldn’t destroy the rain forest for a ninety-nine cent 
hamburger that came from cattle raised in the ex-for- 
est land, and | didn’t want people to eat ninety-nine 
cent hamburgers because of their health. 


Our job is to get our philosophy across without hitting 
people on the head with it.When | did the motion-based 
films for Universal, | had to throw away a lot about what 
| knew about filmmaking. | realized it was an interactive 
medium— did the Back to the Future and Hanna-Barbera 
attractions. | realized that making people laugh was 
important, really key to them enjoying the experience. 


Abe’s irony and humor is present in this game, and if 
people are imprinted by it, so much the better, whether 
they think about Joseph Campbell or whatever. As long 
as they had a good time, who cares? 


ODDYV-ORLGD HAM 


RDM: Let's talk about Abe .... 


Lorne: The perspective is about knowing where he 
lies in the food chain. Abe has his odyssey. The second 
game will be Munch’s odyssey. He and Abe work 
together. The third is Squeek’s—and all three of them 
will work together. By the time we're at the fifth game, 
you'll be controlling five individual heroes. 


One sound byte to sum up Abe's situation—”You 
thought you had a good job.” This is also parallel to our 
own experiences. What was interesting to me is how 
decent people all over the world are involved with 
work that is ultimately affecting us all in destructive 
ways. 


| used to work in the South Bronx, in the fruit and pro- 
duce terminal for the entire New York tri-state area. | 
was paid to load and unload trucks, with forklifts, etc. 
It was like the third world, in some ways, because | 
drove through the city, or took the subway, and there 
were hungry people everywhere. 


At work, we had to dump 27 tons of cantaloupe off the 
edge of the dock. This kind of thing was routine. It was 
because of some business practices and legislation about 
what were acceptable methods of dealing with excess. | 
would watch cantaloupe juice run through parking lots, 
inches thick, and be hit by the irony that people were 
starving right outside the gate. And we couldn’t give all 
this food to them! It really bothered me. 


Because we live in such a complex society, we're 
caught up in our jobs. We're a logger, cutting down 
ancient redwoods, but we're really just trying to feed 
our kids. McDonald’s hamburgers are destroying the 
rain forest. We're all guilty in a little way, and we're all 
innocent in a little way, too. 


Abe is just a guy doing his job. Chopping up Paramites 
and Scrabs. Oh well.At least he’s fed .... The issue is, as 
we're approaching the next millennium, with our pop- 
ulation about to double, we're really invested in our 
own destruction, as cogs in the larger system—until 
conditions get so harsh and overwhelming that we 
can’t deal with the system or buy into it any more. 


Abe came around as a conceptual point of view from this 
place. We hope people have a lot of fun playing Abe’s 
Oddysee, and maybe, just maybe, it'll make some of them 
think a little as they see Abe’s world from his eyes. 
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